INTRODUCTION
It is very popular to talk about creativity and creative problem solving in common, but it is difficult to define what we really mean by the widespread concept. In this paper creative problem solving is described by analysing a problem solving process, that includes several phases, from recognizing a problem to testing and evaluating it (Fischer 1990, p.39) , and in which a small group of students together solve a problem in a technology education context.
It is obvious that creative problem solving forces students to engage in tasks that activate high-order thinking skills, social skills, and problem-solving skills, among others (Kennett & Stedwill 1996) . Co-operative groups of two to four members with mixed abilities and roles help students to complete tasks that the individual members may not be able to complete independently. Johnson and and choosing appropriate ones are significant skills.
Maybe that is why many public and private institutions claim that there is a growing need for employees who are able to solve a range of problems (Grabinger 1996, p.665) . Several intellectual capabilities and flexible and adaptable skills are required in modern working life. Based on Taousanidis and Antoniadou´s (2003, p.68 ) ideas capabilities needed in working life can be grouped as:
These generic skills apply to all sectors of working life. The specific skills, which are related to specific jobs are quickly becoming obsolete, and they will have to be updated through the process of lifelong learning.
Creative and Co-operative Problem Solving
Numerous models for curriculum changes in technology education, as well as for introducing creative problemsolving processes, are available nowadays, both in technology education literature and school textbooks (Johnsey, 1995) . Nevertheless, there still appears to be an overemphasis on passive learning and the old traditions of craft learning (Kimbell, 1997, p.229) . Moreover, some renewed curriculum models easily lead to a situation in which the construction phase immediately follows the p l a n n i n g p h a s e , w i t h o u t e n o u g h t i m e f o r conceptualisation, ideation, and the evaluation of ideas (e.g. Elmer & Davies, 2000; Alamäki, 2000) . An especially important aspect of technology education and teacher education is providing the opportunity to get away from routine activities and low-level thinking, so that students can find fresh new ideas and approaches, for example, by utilizing group dynamics or special creative methods (e.g., Smith, 1998, pp.107133).
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Different ways to emphasize creative problem solving in small groups have been suggested (e.g., Grabinger, 1996, p.665; Dooley, 1997; Hill, 1999) . A common feature of these approaches is to place students in the midst of a realistic, ill-defined, complex, and meaningful problem, with no obvious or correct solution. Students work in teams, collaborate and act as professionals, confronting problems as they occur -with no absolute boundaries.
Although they get insufficient information, the students must settle on the best possible solution by a given date.
This type of multi-staged process is characteristic of effective and creative problem solving. According to Fischer (1990, p.39 ) these stages may include: 1. When problem-solving is creative, the ideas or products produced during the problem-solving process are both original and appropriate (Fisher, 1990 (Fisher, , pp.2931 . For these purposes, various idea-generation techniques or ideation models are valuable (Smith, 1998) . The number of alternative solutions is important, because the best way to come up with good ideas is to have plenty of choice (Parker, 1991) .
Consequently, the outcome of creative problem-solving activities depends largely on the creative processes and ideation techniques that have been learned and applied. Furthermore, there are factors of attitude (interest, motivation, and confidence), cognitive ability (knowledge, memory, and thinking-skill), and experience (familiarity with content, context, and strategies) that influence problem-solving processes (Fisher, 1990, p.112) . For example, non-judgmental positive feedback and the acceptance of all ideas, even absurd or 1994, p.119). There should be room for free ideation sessions. Evaluative critiques should only take place afterwards.
According to Strzalecki (2000, pp.242-247) we can identify certain factors related to the personal abilities and different styles of problem solving in the problem solving process. These elements can be presented in the following figure. and open atmosphere, were discussed. After the abovementioned sessions, a four-hour workshop was organized in which the students worked in small groups. In these workshops, students became familiar with the OMPS method by using it to plan a bridge or tower to be constructed out of newspapers.
During the planning phase of the project (four to eight hours), the groups of 3-4 students worked in 24
collaborative teams according to the basic principles of the OMPS method, and generated a map of the creative process ( Figure 2 ).
In the process: 1. the students had to first find, formulate and specify the problem, and recognize the facts (agreed by the team) and opinions related to the problem. 2. Next, the teams set the problem or team assignments in a cogent phrase, such as: How can an interesting electric toy be constructed? 3. In addition, the In analysing the data, the categories used were derived from our theoretical background, as well as concluded by induction from the video notes. The main and subcategories, their definitions, and typical examples taken directly from the categories are presented in Most of the feedback given to other students was positive (160 episodes / 67%). Neutral feedback was given in 76 episodes (31%) and negative feedback only in 6 episodes (2%). So the idea of non-judgmental positive feedback and the acceptance of all ideas, even absurd or impractical ones was fullfilled and there seemed to be room for free ideation.
In the whole 60 minutes process the most typical of students´ problem solving activities were development of 
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Discussion
This project allows us to conclude that creativity cannot be taught directly, but it could be learned effectively through a co-operative creative problem solving process.
At least the students felt and the data confirms (see Table   2 ), that they had learned to give positive feedback regarding other students' ideas, and to recognize the advantages of those ideas, and even to develop them further. Present findings also suggest that the students worked co-operatively. The students shared their cognitive resources, talked, recognized facts, planned, and evaluated with the aim of solving problems and producing a single outcome through dialogue and action.
It is obvious that a formal method, in which each idea must be backed up by the presentation of at least three reasons for its adoption, is necessary for success in the beginning. Such evaluation creates a non-judgmental positive atmosphere for creativity, and it helps to behave positively. Also, it could be effectively argued that the Overall Mapping of a Problem Situation (OMPS) method helps students understand the nature of creative
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processes, and particularly that there are different phases involved in each of these processes.
Moreover, it seems that co-operative and creative learning approaches are also suitable for school classrooms. Therefore it is obvious that students should be introduced to creative problem solving in general, and to practical problem-solving in particular, among the other pedagogical approaches. In summary, this project indicates that creative problem-solving approaches may be efficiently used to improve teacher training.
From the point of view of similar future projects, it is important to observe that students´ should receive more introductions to creative problem solving in general. In addition more efficient guidance in generating alternatives is also needed before the project. Although the students attended two hours of lectures and demonstrations about creative problem-solving, and they became familiar with the theme through WWW pages, learning was not too active when the lectures were given using traditional methods. 
